LOOK FOR 


INSTRUCTION 

BOOKLET 



Acclaim 1 & © 2001 Acclaim EnterloinnJsnt. In 
All Rights Reserved. Marketed by^«J^Ti. 
Distributed by Acclaim DistribuliotTrinc, 

" One Accla I m Plaza, Glen Cove, NY 11542-2 777 
PRINTED IN USA 


EVERYONE 


QBCum 


£»«laim 














WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO ® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


* Sonne people (about 1 in 4000) may have seizures or black outs triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

* Anyone who has had a seizure, toss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

- Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitch in g Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep, 

4. Play in a welMit room. 

5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnei 
Syndrome or skin irritation: 

- Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

• If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING ■ Electric Shock 

To avoid electric shock when you use this system: 

* Use only the AC adapter that comes with your system 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 

* Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 

The Nintendo GameCube is a Class 1 laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution ■ Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Sutton R Button 



Control 

Stick 


C Stick 








This official seal isyour assurance that Nintendo has reviewed 
this product and that it has met our standards for excellence in 
workmanship, reliability and enertainment value. Always look 
for this seal when buying games and accessories 
to ensure complete compatibility with your 
Nintendo product * 


AH Nintendo products me licensed by sale tor use only v«ih atom authorized 
products Searing [ha Official Nintendo Seal of Quality.* 
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1 . Make sure the POWER button is OFF on your Nintendo 
GameCube*. 

2. Insert your ALL-STAR BASEBALL" 2002 Nintendo GameCube u 
Game Disc as described in the instruction manual. 

3. Insert Nintendo GameCube' Controller into Controller Socket 1 

Note: ALL-STAR BASEBALL ,¥ 2002 is for up to 4 players. Each player should 
insert a controller into the proper controller socket at this time. 

4. If you wish to save a game, insert a Nintendo GameCube' 
Memory Card into Memory Card Slot A 

5. Press the POWER button ON (important: make sure not to touch 
the Control Stick while doing so). 



R Button 

Z Button 

Y Button 

X Button 

A Button 

B Button 


+ Control Pad 


C Stick 


L Button 


Control Stick 
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INTRODUCTION 




Hi baseball fans. Welcome to All-Star 
Baseball "' 2002. This game has 
everything you love about baseball 
without leaving your home. WeTe 
talking incredibly realistic 
stadiums, stats and player 
motions, including the actual 
batting stances and pitching 
deliveries of today’s top players. 
Or you can even play with the 
greats of yesterday players like Mr, 
October, Reggie Jackson and Nolan 
Ryan. Match that with great controls 
and tons of management options and 
you've got everything you need to fake your favorite team all the 
way. And there are plenty of modes to play, too, so whether you like 
the challenge of a full season, a simple head to head Exhibition 
game, the thrills of the Series or midseason contests like the Home 
Run Derby * and All-Star Game, there's always a mode to suit your 
mood. You even sharpen up your hitting technique with some Batting 
Practice. One of my favorite features in All-Star Baseball 2002 is the 
Create a Player mode. You can build a full franchise of superstars 
and watch them run wild through any game mode. The action is 
intense, the details are immense and now it's up to you to bring 
home the ring—swing for the fencesl 



DO YOU KNOW BASEBALL? 

Throughout this booklet, reference is made to common baseball 
terms and situations. It Is assumed that the reader is familiar enough 
with the game that this will not present any difficulties. If you find 
yourself puzzled, a visit to your local library will yield a wealth of 
baseball information. You might also wish to visit the Major League 
Baseball site on the web at http://wwwmlb.com where you can 
view rules, statistics and more, 
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-CONTROLS 



BASE CONTROL BASICS 


OFFENSE 

When base running, each base matches a direction on the Control 
Pad. To move a base runner to or from a base, you press the proper 
control and the direction of the base the runner currently occupies. 


2ND BASE 
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HOME 


IN THE FIELD 


When fielding, each action button matches a current or future throw 
to a base. These are the base equivalents when fielding; 



PITCH SELECT 

Each hurleys pitch types appear on-screen next to a control graphic. 
Pitch types vary with each pitcher as do controls. For example, the 
A Button might be a slider for one pitcher, or a knucklebail for a 
different player who doesn't throw a slider. 

Locating pitches: Press the Control Stick or the Control Pad to 

move the pitch target to the desired location. 

Positioning infielders: Pressing l on the C Stick will cycle through 
infield positioning options: 

1. Normal 

2. In - all infielders play on the edge of the infield grass. 

3. Deep - all infielders back up to the edge of the outfiefd grass. 

4. Corners - 3B & IB play in to anticipate a bunt, 

5. tines - 3B & 1B play closer to the foul fines to prevent extra base hits. 

6. DP Depth - SS & 2B play a few steps deeper and closer to 

second base, putting them in better position for 
turning double pfays, 

7. Shade L - all IF move slightly to the third base side. 

8. Shade R - all IF move slightly to the first base side. 

9. Shift L - more dramatic shift toward third base. 

10. Shift R - more dramatic shift toward first base. 
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Positioning outfielders; Pressing f on the C Stick will cycle through 
outfield positioning options: 


1. Norma! 

2. Normal left - Outfielders shade toward left field. 

3. Norma! right- Outfielders shade toward right field, 

4. Deep - Outfielders play a few steps back toward the fences. 

5. Deep left - Outfielders play a few steps back toward the fences 

and move a few steps toward the LF line. 

6. Deep right - Outfielders play a few steps back toward the fences 

and move a few steps toward the RF line. 

7. Shallow - Outfielders play a few steps in, 

6, Shallow left - Shift is more extreme. All OF's move. RF moves toward 
RCF giving up his line, CF moves 4-5 steps into LCF, LF 
moves 3-4 steps toward the line. 

9. Shallow right - Outfielders play a few steps in and move a few 
steps toward the RF line. 


Select Pitch 
Type 


Move Pitch 
Targel 



Cycle Outfield 
Defensive 
Positioning menu 


Cycle Infield 
Defensive 
Positioning menu 


Select Pitch Type 
(if applicable) 

Select Pitch Type 
(if applicable) 
Select Pitch Type 


Select Pitch Type 
(if applicable) 
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POST-PITCH SELECT 


After selecting your pitch type, you can still change the pitch 
location, fn addition, you can either throw the pitch or try a pick 
off throw to any base but home. In Alt-Star mode, pressing the 
U Button will bring up the first base runner window. Pressing the 
L Button will bring up the third base runner window. 



MID-WINDUP 
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FIELDING 

BEFORE BALL IS FIELDED 

The spot where a fly ball will land is indicated by a red circle 
highlight. The currently controlled fielder is indicated by a biue circle 
highlight (if multiple players are controlling outfielders, there is a 
different highlight color for each player). If a fielder isn't on screen at 
any given time, a red arrow indicates the direction of the ball. 

To tell that fielder where to throw the ball before he fields it (so he’ll 
immediately throw to that location once he fields the boll), press the 
associated control (see below). 


Dive 


Move 


Highlighted 

Fielder 



Future threw to 
relay man 

Jump/State Wall 
Future Throw 
to 2nd Base 

Futuna Throw 
to 1 si Base 

Future Throw 
to Home 
Future throw 
to 3rd Base 


AFTER BALL IS FIELDED 
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BATTING & BASE RUNNING 

PRE-PITCH SELECT 


CONTROL 

ACTION 

CONTROL PAD 

Move batting cursor / while the 

Y Button is held, press base 
direction to steal 

CONTROL STICK LEFT 

Move batting cursor 

CONTROL STICK RIGHT 

Tilt batting cursor 

B BUTTON 

Toggle contact / power icon 

Y BUTTON 

Steal signal (+ Control Pad 
in current base direction) 

A BUTTON 

Practice swing 

X BUTTON 

Show sacrifice bunt 

L BUTTON 

increase all runners 1 leads 

R BUTTON 

Initiate pitch / location guess 


STEALING BASES 

To steal a base, hold the Y Button then press the Control Pad 
In the direction of the base the runner currently occupies. For 
exampie, if a runner is on first base, hold the Y Button then press 
RIGHT on the Control Pad to steal second base. On Rookie end 
Veteran difficulty settings, the runner will wait until the pitch is 
released before attempting to steal. On All-Star difficulty level, the 
runner will break as soon as you press the Control Pad, You can 
hold the Y Button down, but the runner will not steal until the 
Control Pad is pressed (the Control Pad highlights the runner), 

If you have a runner steal a base that is already occupied, both runners must 
steal. (Ex.: Runners on 1st and 2nd. When you press the Y Button and RIGHT 
on the Control Pad, both runners will steal. If you press the same controls 
with runners on 1st and 3rd, only the runner on 1st will go.) 


USING THE BATTING CURSOR 

The triangle-shaped batting cursor is there to help you get good 
wood on the ball and to aim your hits. The wide part of the cursor 
represents the sweet spot of your bat, so that's where you want to 
make contact. Press either the Control Pad /Con fro I Stick to position 
the cursor. Press the C Stick to tilt the cursor to alter the type of hit. 
Tilting ^ will tend to produce grounders, while tilting 'f will fend to 
produce balls in the air. Tilt the cursor 4* to hit the ball to the left side 
and ^ to hit it to the right side. 




















PITCH / LOCATION GUESS 

You can try to guess the pitch type and location before every pitch. 
Correctly guessing the pitch type effects the size of the contact 
area; guessing the location effects the size of the power area. There 
are eight possible location guesses. Guessing a specific location 
will have more of an effect on the hitter's icon than guessing a 
general location. Press and hold the R Button to initiate a pitch guess 


CONTROL 

ACTION 

CONTROL PAD 

Select Location 

B BUTTON 

Select corresponding pitch type 

Y BUTTON 

Select corresponding pitch type 

A BUTTON 

Select corresponding pitch type 

X BUTTON 

Select corresponding pitch type 

L BUTTON 

Select corresponding pitch type 

R BUTTON 

When released, pitch / location guess 
mode is deactivated 


CONTROL 

ACTION 1 

UP 

guess High 

UP + RIGHT 

quess Up & Away 

RIGHT 

guess Outside 

DOWN + RIGHT 

guess Low & Away 

DOWN 

guess Low 

DOWN + LEFT 

guess Down & In 

LEFT 

guess Inside 

UP + LEFT 

guess Up & In 
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POST-PITCH SELECT / MID-WINDUP 


CONTROL 

ACTION 

CONTROL RAD 

Move batting cursor I combine with Y 


Button to signal Steal {runner Butwna'jcally s(aah) 

CONTROL STICK LEFT 

Move batting cursor 

CONTROL STICK RIGHT 

B BUTTON 

nit oamng cursor 

Toggle contact / power icon 

Y BUTTON 

Steal signal {+ base direction) 

A BUTTON 

V D| ITTHM 

Swing 

A PU i 1 Uni 

L BUTTON 

R BUTTON 

urag ouni 

Increase all runners’ leads 

Decrease all runners' leads 


Note: There ere two types of bunts in the game: sacrifice bunts and drag bunts. 
Sacrifice bunts are shown before the pitch is delivered. To perform a sacrifice 
bunt, the chance of success is based on the hitter's bunt rating , Drag bunts are 
timed and aimed like a swing. You must move the cursor (Control Stick Left) in 
conjunction with the bunt button (X Button) to perform a drag bunt. 


BALL IN PLAY 


CONTROL 

ACTION 

CONTROL PAD 

Indicate base for individual 

n inner celnnt 

Y BUTTON 

curIIICI 

Advance single runner when 
combined with the Control Pad 
direction 

X BUTTON 

Return single runner when combined 


with the Control Pad direction 

L BUTTON 

r> oi iTTrtw 

Advance all runners 

R BUTTON 

Z BUTTON 

Return all runners 

Stop all runners 
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At the Title Screen, press START. You will come to the Moin Menu, 


MAIN MENU 

The main menu is where you make 
these important selections. Each 
item is explained in detail further on. 

Quick Play Get right onto the 

diamond for a single 
game with computer 
selected teams. 

MLB~ Play Choose Exhibition play an All-Star Game, start a New 

Season or Continue Season play from where you left off, 
or start a New Series or Continue Series pfay where you 
left off. 

Home Run Derby Try your swatting skills with and against the 
best sluggers. 

Batting Practice Tune up your timber with some batting practice. 

Team Management Enter Team Management for all your trading 
and lineup activities. 

Statistics View comprehensive game and season stats for players 
and teams. 

Options Adjust game and other option settings to your liking. 

Before we get into the various game modes and other items on the 
main menu, let's take a look at the main options. 
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OPTIONS 

AUDIO OPTIONS 

Adjust these volumes by pressing ^ on the Control Pad to increase 
volume and ^ on the Control Pad to decrease volume. 

Overall Volume Adjust overall volume level. 

Sound FX Adjust sound effects levei. 

Announcers Adjust announcer volume level. 

Crowd Adjust crowd volume level. 

Load Settings Load previously saved audio option settings, 
Save Settings Save the current audio option settings. 


LOAD/DELETE 

Select this to access dat on your Nintendo GameCube * Memory 
Card. You have Load Season, Delete Season, Load Series and Delete 
Series options, 

CREDITS 

View the talented team behind All-Star Baseball" 2002 

Note that there are several more options available during a game , 

STATISTICS 

This option lets you view your game progress and track team and 
individual stats through season and series play. Press the A Button 
over a highlighted player to bring up his player card. Move the 
highlight up to the headings (starting with "player") and then highlight 
a specific category by using 4* or on the Control Pad, Press the 
A Button to sort by the highlighted statistic. 
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PAUSING THE GAME 

You can make a host of adjustments during a game. Available options 
depend on game mode. Press START at any time during play to pause 
the game and bring up the pause options menu. 

Ploy Ball Resume play where you paused it. 

Box Score View the current box score. 

Manage Bullpen View and adjust your pitching staff (see pg 23 for 
more details). 

Change Lineup Make tactical in-game roster moves such as putting 
in pinch runners, pinch hitters, changing positions, 
defensive replacements and double switches. 

Game Controls Change which human player controls which 
baseball player on offense, defense or both. 

Controller Select Change which team you wish to control. 

Game Options Adjust these in-game play options: 

Easy Batting Choose to play with easy batting feature ON 

or OFF, 

Pitcher's Aid The pitcher’s aid is a small white circle icon that 
shows where the pitch Is being aimed. Toggle the pitcher’s aid 

ON or OFF 

Strike Zone Aid The strike zone aid will display a translucent 
rectangle matching the strike zone to give you a better idea 
of whether or not a pitch is a strike (the strike zone aid is an 
approximate representation of the strike zone. The ball doesn't 
necessarily have to be completely within the box in order to 
be called a strike). 

Fielder Control Choose Manual or Auto fielder control, In 
Manuai mode, you have complete control of the fielders. Auto 
mode takes the worry out of fielding, as the CPU automatically 
makes the catch and throws the ball. 

Defensive Position Choose Manual or Auto defensive positioning. 

Leadoff Control Choose Manuai or Auto control of the 
baserunner's leads. In Auto mode, the CPU controls the amount 
that baserunners lead off base, 

Rumble You can turn the Rumble Feature ON or OFF. 

Audio Options Adjust various volume settings. 

Quit Game Quit the current game and return to the Main Menu, 
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Pitcher Stamina: This meter displays the current pitcher's 
name and stamina percentage level, Generally, pitchers start 
at 100%, A pitcher loses effectiveness as the meter decreases 
(some pitchers will decrease more rapidly than others, based 
on their statistical performance from the 2000 season). A 
reliever's stamina will decrease at a faster rate than a starter. 
As a pitcher tires, he loses accuracy and his breaking pitches 
tend to flatten out. 

Score: The current inning and each team's score. 

Gount: Current numbers of balls, strikes and outs. 

Gurrent Batter: Displays the current batter's name. 

Pitch Selector: Up to six specialty pitches the current pitcher 
throws (and their controls) appear opposite the batter. Pitches 
are listed in order of overall pitch rank (ability/reliability), 
running A. B, Y X. and L (A is his best pitch, L is the least 
reliable). Press the appropriate control to select a pitch, arm 
your pitch with the Control Pod /Control Stick, then press the 
A Button to throw it. 


Strike Zone: This translucent box shows the current batter's strike 
zone. If you have the Rumble Feature set to ON, the controller 
will rumble when a pitch is aimed outside the strike zone. 

Pitch Aid: Shows where the pitch is aimed. 

Batting Target: When at bat, move this target to aim your 
swing. Swivel the target (by pressing the C Stick) to influence 
the type of hit and the hit placement. 


Field Radar: Circles indicate the position of offensive 
players. A blue circle indicates a runner on base, 


IT 





GAME 


QUICK PLAY 

Can’t wait to get out on the field? In a quick play game, the 
computer selects teams for a one game contest. It's fun, it's fast, it's 
fantastic. After selecting Quick play you'll go directly to the Controller 
Select screen. All you have to do is choose your difficulty setting and 
which team you want to control (see Controller and Difficulty 
Selection under Exhibition mode for details). 


MLB™ PLAY 

MLB" Play is where you choose to 
piay an Exhibition game, an All-Star 
Game, to guide o team through an 
entire major league Season, from 
opening day all the way through the 
playoffs and the championships or 
jump right into a seven game Series. 
Let's take a look at each mode. 



EXHIBITION 

Exhibition mode is a one game contest between any two teams. 
Exhibition games do not count in the standings, and cannot be saved. 
Exhibition games are a great way to get a feel for the game and get 
used to the controls* It's also useful for ''auditioning" various teams and 
players on the field before getting into a full season or making GM 
decisions in Team Management. 

Team Selection 

in Exhibition made, you select 
two teams to compete. Each 
team is rated in several 
performance categories. Press 

f or l on the Control Pad 

to cycle through National and 
American League teams. Press 

^ or ** on the Control Pad 

to toggle between leagues. 
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Teams can pEay in standard alternate or "throwback" uniforms. 

Press the L Button to toggie uniforms for the current team at the left 
of the screen. Press the R Button to do so tor the team on the right. 
The left side selects the visiting team and right side selects the 
home team, In a 1 Player game, the player can select both teams. 

Team Ratings will change slightly based on the primary starting 
pitcher handedness. 

Controller and Difficulty Selection 

To choose which team you 
wish to control, press ^ or ^ 
on the Control Pad to move 
your controller icon under the 
desired team. Next, you can 
adjust the difficulty level by 
pressing f or on the 
Control Pad to Rookie, 

Veteran or All-Star skill settings. 

Press the L Button to bring up the Game Options screen (see 
below). Press the R Button to bring up the Lineup Screen. Press 
the A Button to move forward directly to Exhibition play 

Press the X Button to access the Game Controls screen. This screen allows 
you to select individual players/positions for control by either human players 
or the CPU. 

GAME OPTIONS 

Game Options are only available in Quick Play Exhibition and All-Star 
Game play. To access this menu, press the L Button on the Controller 
or Difficulty screen. Note that some weather options are not available 
in domed/enclosed stadiums. 

Stadium Select any major league stadium to play in. 

Game Time' Choose to have a Day, Night or Twilight game 
start time. 

Weather Play with Rain, Snow or No Precipitation. 

Sky Play with Clear, Fair, Overcast or Stormy, 

Rumble You can turn the Rumble Feature ON or OFF. 
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NEW SEASON 

Select a team and guide it from the chill of April to the thrills of 
October. 

Schedule Type 

By default, a typical new season consists of a full 162 game 
season, some against opponents in your league, others. 
However, you can elect to play a shorter season by toggling 
to one of the optional schedules, 


THE SEASON MAIN MENU 

Once you select a New or Continued season, you'll come to the 
season menu, where you have several options. 

Play Next Game 

Enter game play at the next game scheduled. 

Schedule 

View your schedule and simulate games. To advance or return 
through your schedule calendar, 

* Press ^ or *4 on the Control Pad to cycle by days. 

* Press the L or R Buttons to cycle by weeks. 

Simulating Games 

You can elect to play every game in a season (not just those 
of your team) or let the computer simulate any or all season 
games. Press f or 4* on the Control Pad to highlight 
a particular contest, and press the A Button to have the 
computer instantly simulate the outcome of all the games 
above the selected on (press the B Button to cancel). Press 
the X Button to view box scores of simulated games. Press the 
I Button to view Today's Home Runs, showing a list of all players 
who hit dingers on a particular day. 

Standings 

View current standings in every division. Press or ^ on the 
Control Pad to toggle divisions and leagues. When a team is 
highlighted, press the A Button to view the team statistics screen. 

Team Management 

Access the team management system to create players, set 
your lineup, set your pitching rotation, trade players and 
manage free agency For details on each of these, see the 
related sections below, 
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CREATE A PLAYER 




Create A Player lets you build your 
own custom ball player and save 
him to the free agent pool. Once 
he is brought in to a team via free 
agency, he will be available in any 
game mode. You can customize a 
host of personal qualities and 
player attributes. 





Note that a pitcher has specialized attributes, while other players' attributes are 
more general and cover a fuller range of baseball skills. 


Create A Player Controls 

Press f or } on the Control Pad to highlight an option, then 
press the A Button to activate it. Then press f or 4 on 
the Control Pad to cycle through the available settings. When 
satisfied, press the A Button to confirm the setting,then continue 
making your choices as already stated. When you have 
completed a screen, highlight DONE and press the A Button 

Entering Names 

It’s easy to give your player a first and last name, Highlight the 
name area you wish to enter and press the A Button, Press T 
J, on the Control Pad to cycle through letters. Press +■ or *+ on 
the Control Pad to move the cursor position. When the name on 
a Sine is complete, press the A Button. 

Setting Attribute Levels 

Each piayer's levels of various abilities are assigned a tetter grade. 
Increasing the grade level subtracts points from the player's total 
attribute points, which appear at the top of the screen. Press T 
or 4 on the Control Pad to highlight an attribute and ^ or ^ 
on the Control Pad to cycle through grade settings. Creating 
a balanced player is usually the goal but you can enjoy 
experimenting with lopsided attributes. A created pitcher must 
have two pitches (the other two can be defaulted to none, in 
which case the points will be placed into the pool). To select 
pitch types, press f or 4^ on the Control Pad and press the 
A Button. 

When you have assigned attribute levels to your satisfaction, highlight 
DONE and press the A Button. You will come to a screen which 
summarizes your creation. You can either ACCEPT to SAVE the 
created player or CANCEL to return to the previous screen. 

Note: The CPU will project a created piayer f s statistics for Simulation purposes. 
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SET LINEUP 


The set lineup screen is where you 
can set up a lineup and adjust it as 
the season continues. There are 
several adjustments that can be 
made. You will see the current 
active roster displayed in batting 
order, including the available 
bench players. 



Switch Lineup 

When this option is highlighted, pressing the A Button will highlight 
the lineup type at the top of the roster (just below your team 
name). There are different lineups depending on whether your 
team is facing left handed pitching (LHP) or right handed 
pitching (RHP), and on whether or not the game is in a National 
League park (an American League pitcher such as Roger 
Clemens is required to bat in a NL park; fn an AL park, a 
designated hitter (DH) bats in place of the pitcher). Press ^ 
or ^ to toggle through the different lineups. Any changes made 
(below) will only effect the currently displayed lineup. 


Sub Ptayer 

To substitute one player in place of another, highlight this option 
and press the A Button. Next, press f or on the Control Pad 
to highlight the player you wish to take out. Press the A Button to 
initialize your choice. Then move the highlight to the bench 
player you wish to sub into the already marked player's slot, Press 
the A Button to make the substitution, Note that the substitution 
effects only the current situational lineup (for example, NL Vs. 
LHP), and that once a player is subbed out during a game, he 
cannot return to the game. 


Swap Position 

If you wish to have players currently in the lineup swap positions 
(for example, have Jeter play LF and Justice at $$), highlight this 
option and press the A Button to initialize your choice (press the 
B Button to cancel the selection). Then move the highlight tc 
the player you wish to swap player assignments with. Press the 
A Button to make the swap. Remember that players of 
unfamiliar positions are prone to errors. 

Swap Order 

To swap where players appear in the batting order, follow the 
same general controls as for subbing players or swapping positions. 
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Exit 

Exit the Set Lineup menu and return to the pre-game menu. 

Note: During Season play, the CPU may after me pre-set lineups to give players 
rest days. 

SET PITCHING STAFF 

One of the most critical decisions 
you face as a manager is setting 
your pitching rotation. Once you 
select this option, you will see a 
pitching rotation, broken into your 
starting rotation, middle relief, long 
relief and closers. Starting pitchers 
are listed in appearance order, so 
the first piayer would open game 

one, while the fifth would start game live. You can oniy change the 
order pitchers appear in within their categories. Press the A Button 
to select a pitcher to move in the rotation. Move the highlight to the 
piayer you wish to change places with and press the A Button to 
make the switch. Press the B Button to cancel the selection. If no 
selection has been made, the B Button will back you out to the 
previous menu. 

TRADE PLAYERS 

Trading players is another important 
aspect of successful team 
management. Each team must 
have the required number and 
type of roster players depending 
on their league. Any trade that 
would violate this rule will be 
disallowed. Traded players at the 
same po$it!on(s) will trade places 
straight up. Otherwise, the next player in the same position assumes 
the departed player's role. 

Making a Trade 

Press f or 4 on the Control Pad to move the highlight 
between the two team areas. Press ^ or ^ on the Control Pad 
to cycle through the teams to the one who currently has the 
player you wish to trade for. To make a trade, press the A Button 
on the currently highlighted team, Press f or 4 to highlight the 
player you wish to trade for and press the A Button.Press it again 
to move that player In to the proposed trade area (multiple 
trades are possible: up to three players can appear there at 
once), Press ^ or ^ to move the team highlight, 
then select the player you wish to trade, Highlight 

























the desired player and press the A Button. Next, press the X Button 
to make the trade. Press the B Button to back out (cancel) at any 
time. Note that a truly boneheaded trade will not be allowed by 
the computer. 

NOTE: In Season Play you can't make trades between two CPU controlled teams. 


FREE AGENTS 

Rather than trade tor players, you 
may wish to sign from the Free 
Agent Pool. All free agents are 
ranked by letter grade. Created 
players first appear in the free 
agent pool, You can also consign 
players you no longer want on your 
club to free agency but be aware 
that players in the free agent pool 
are available to any team, Controls 
are similar to those for Trade Players. 

CONTINUE SEASON 
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If you have saved a season to your Nintendo GameCube “ Memory 
Card, select Load Season to resume play where you left off 


NEW SERIES 

If you hunger for the tension of series play and can't wait a whole 
Season to get there, try Series mode for some Instant October 
excitement This mode takes you right into a best-of-seven series 
with the two teams of your choice. 

YOU CAN ELECT TO: 

Play Next Game Go right to the next scheduled 
series game. 


Series Summary View the current series progress. 

Series Team Statistics View the current team stats for the series. 


Save Series 


Save your current series progress to a 

Nintendo GameCube“ Memory Card. 
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This mid-season classic is a one game test between the best players 
in the American and National leagues. Players are selected by the 
computer, Rosters are based on the actual 2001 All-Star Team rosters, 
25 of the 30 All-Stars will be available for game play. You can edit 
the lineup before the gome, but you cannot alter the All-Star rosters. 
The computer will use All-Star Game logic for replacing players 
during the game. 



HOME RUN 



Another high point of the midseason 
is the Home Run Derby", where the 
oest swatters come to prove their 
$. jgging skills against their rivals. Only 
a homer counts as a hit—anything 
less is an out! Who will walk away 
wfth the title? The longest dinger? 
Step up and find out! 


Style 

You can choose to play an Innings contest (five innings), or choose a 
Modern style mode that goes until one team reaches five, ten, 15 or 
20 swings. 



Stadium 

Choose any ball park. 


The computer initially selects Derby contestants, and you can alter 
the rosters to your liking. To do so, highlight a player and press the 
A Button. You will go to a roster of players ranked. Press ^ or ^ on 
the Control Pad to cycle through teams. Press the X Button to 
delete a player from the Home Run Derby lineup. This slot can then 
be left blank or can be filled by another player. 

Note : In Home Run Derby using the contact swing wifi let you atm the batter's 
swing. Using the power icon will cause you to hit the bafi much further, but not 
with the same consistency as the contact swing. 
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B’ATTTNG* 



It takes a lot of skill to get to the 
big leagues, but it takes much 
more to stay there; hard work. 

Batting practice is essential to 
maintain your timing and to 
master a variety of pitches to 
all parts of the plate. 

Pitch Options 

Three pitch options appear at the 
left of the menu. Press t or 4 on the Control Pad to highlight an 
option, Use the Control Pad to highlight the desired setting, the press 
the A Button to select it. Continue until you're satisfied. 

Pitch Type In batting practice mode, you can elect 

to bat against a variety of pitches (Random), 
or to practice batting against a specific pitch. 

Location Choose where the pitch is thrown. 

Pitcher Throws Pitch against left- or right-handed pitching. 

To change batters, highlight the current batter and press the 
X Button. You will go to a roster of players ranked by power and 
contact ratings. Press 4“ or ^ on the Control Pad and select a 
different player. 




TEAM MANAGEMENT 


Managing your team takes patience and skill. There are lots of 
performance indicators to watch, as well as your own experience and 
Instincts. You'll need to reiy on all of them as you trade and draft 
players, manage lineups and rosters and create your own custom 
players. The way to the championship ring is full of pitfalls for the 
unwary and rewards for the wily, so take time to master your team 
management skills if you plan to wear the big ring! 
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PLAYER DRAFT 

How r d you like to create a dream 
team of all your favorite players 
from any team? The player draft 
places all the current players into a 
draft pool, where they became 
available to any team, 

The first step Is the draft set up. 

Draft Order You can select to draff in random order or by 
MLET rules. 

Division Press ^ or ^ on the Control Pad to cycle 

through the different divisions. Press 'f or on 
the Control Pad to highlight a team. Pressing ^ 
or on the Control Pad will toggle from CPU to 
USER control. 

Next, it's time to start the draft. The computer can automatically 
distribute players to each team based on your selected draft order 
formula. You can cycle through the draft results by pressing ^ or ^ 

Hote; tf you do not fill all of the primary positions, the CPU wifi automatically 
choose the best available candidate for that s/of. Teams must carry if pitchers. 
All undrafted players are considered "fries agents " and are available for draft 
purposes , 



Choosing Players 
to Draft 


You may also choose to draff specific players. 

After selecting your draft type and team, press the 
A Button to start the draff. Move the cursor to Free 
Agents and press the A Button A list of ail MLB" 
players will appear by position. Select the position 
player you want and press the A Button. That 
player will be drafted to your team and appear an 
your team roster. The computer will pick for the 
other teams, Continue to draft players until you 
have completed the draft by filling your roster. 


Round Number The current draft round. 


Pick Number 

Free Agents 
Review Team 
Review Round 

Finish Draft 


The current pick order your team has in the 
current round. 

View available free agents. 

Review your selected team's current draft roster. 

Review all players drafted in the post round by 
each team. 


Have the computer complete the draft. 
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Reset Draft Reset oil rosters to pre-draft status. 

Exit Draft Return to Team Management menu. 

The remaining Team Management options are explained under 
Season setup. Note that settings made in Season mode only effect 
season play. 

Set Lineup See page 22. 

Set Pitching Staff See page 23. 

Trade Players See page 23. 

Free Agents See page 24. 

Save your team settings to a Nintendo GameCube" Memory Card 
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HINTS & 



* Make good use of the batting target. Angie the target 4 to hit a 
ground ball, and tilt it f for a ball in the air. Remember that the 
triangle represents the sweet spot of the bat. Line them up right 
and you'll be crushing the bail! 

* On the Controller Select screen, you can switch team jerseys by 
pressing the L Button or the R Button 

* Use Future Throws to make quick, seamless plays. The future throw 
buttons must be pressed before a batted bail is fielded. Future 
throws can also be used to field bunts, turn double plays, make 
relay throws, and play balls hit off of the outfield wall, 

* Defensive positioning can prevent runs if you use it wisely Even with 
the Defensive Position option turned on, the user can still override 
the CPU decisions. 

* Guessing the pitch type wilt affect the size of the contact icon. 
Guessing the pitch location will affect the size of the sweet spot. 

* A hitter's batting target will be affected by the opposing pitcher's 
handedness. For some hitters, the difference will be extreme, while 
other hitters will have no difference at all. Some bench players may 
be more effective against certain pitchers than the regular starter. 

* Drag bunts can be an effective way to get runners on base, Aim 
a drag bunt with contact icon. Sacrifice bunts should be used to 
advance a runner to the next base, sacrificing the out for the extra 
base, Use this strategy if a particularly weak hitter is at the plate. 

* Use Easy Batting if you prefer not to use a batting target. 

* When manipulating a team's pitching staff in the Set Pitching Staff 
screen, starters may be used as relievers and vice versa though 
the results may vary 

* Raising and lowering a Created Player's attributes will affect the 
stat lines that are generated, 

* When drafting a team, utility infielders (UT) are good late round 
selections because of their versatility. They can play any infield or 
outfield position without penalty. Corner infielders (Cl) can piay first 
base or third base, middle infielders (Ml) play shortstop or second 
base, and infielders (IF) can play ail four infield positions, 

* Check the Free Agent List to see If any of those players can help 
out your team. Keep in mind that you must drop a player in order 
to pick one up. 
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For the hottest hints and codes on ACCLAIM titles: 

Please call 1-900-407-TI PS (0477) 

The cost of the calf is $.95 per mrnute. You must be 18 or have parental 
permission and have a touch-tone phone. 


You know our games - now get to know our company 


Check out our exciting career opportunites! 

www.acciaim.com/company/careeroenter 


/A<tL\a\m 
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See other side for more details 
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OFFICIAL MAIL-IN REBATE FORM: Offer Expires August 31, 3002 
Receive a mail-in rebate of Si 0.00 when you purchase the All-Star Baseball 2003 game for Nintendo 
GameCube- between now and August 31, £002. Complete and return the rebate form within 30 days 
of purchase. Please Include the following to receive your rebate: 

1. Completed Official Mail-in Rebate Form. 

2. Your original dated sales receipt from your All-Star Baseball 2003 Nintendo GameCube" purchase. 

Send to: All-Star Baseball 2003 Rebate 
Consumer Service 
Acclaim Entertainment 
One Acclaim Plaza 
Glen Cove, NY 11542 


|P.d. Box requests wifi net tee honored J 

Name: ipm-asc pr ■ ________ 

Address: ______ 

City, State, Zip: _ ___ 

Daytime P ho ne#: __ E-mail Address: 

UPC#:___Signature:_ 


TERMS & CONDITIONS: 

Purchase irwAl&V BagafcaS 2003 parne ft* NMwfa iron participating reteUws b*t«**i ix*v and. Au^sl 31.2002 Pfrsj*i*id 

a» tom accepted Urotrtf ww 51&0Q nbaia par mJNWfcial na™iknilJy^*«ss. Not vska win olher products. Off**, «MWw or promotions. This 
Off* e nrt pm on products purchased far resale. OrfnJ nr*<rt ba postmarked within 30 daysd purchase and postmarted no tutor tf*n 
Augua 31,2002. Any natenaJs Burtnmed that are OegMs. ncarotete, rotes**?, urajgnsd or undated wit be ccnskfctttl mvaSJ and rneSgiJte. and 
w« be roro™itor«iT*cfion orty rf possMe. Acdam Emwiammofll assumes no kabifcy ter test, M» v mtuSncbd mail. Incomptato. itepil. o< 
postage due mai requests wfl rrt be honored. Fraudulent BubmtsBwns and* uH d ***** addresses to otarfi t&pxs binuManl and 

otxHd resuff m ted** pfosocuUcn mder U S. Mat Fraud 5sm*e$ (918 USC, Section 1341 and 1342% Wrod written invoices or sate history rocerpts 
■ard not be accepted as proof ot purchase. Off* wUM in USA and Canada only and rebate redpiuiitcnusl.be a teg* U.S. or Canwfen Resident, ib 
year* d age or okJ* Any Applicable CanatJen Bates lax is McM * Ihe rebate laoe vaiue. Void where jttWtMl. «u*a « restricted by Federal. 
5M», * tocal Hutwbt. Acdeim £nt*1rfiir*n1 reserves the right to rncttfy or wfft*aw |Hs promcAon at anytime. Aodam Entortetotoem aftal 
not be hable tar techno* pictorial« editorial errors cwflaned h**n. Kev copes cJ all materials Bubrom*) NMteftais recoMd Deco™ tiie 
property gr Acdsim EnleriasTCT'ent. Please afc™ 64*ack»iw receipt at rebate chert. PWtoto Checks writ be paid in U.S. drtars only FM*M 
checks are vote i no* cashed with ii 30 days ot issuance and cannot tw r*tauMl For rebate nqyirwe. erf Corwn* S*vtoa a; 516-75&7K», 
email cc#iwn**erviM®acdteim.oom or write to tbMCor*'- AH-Ster fiarabafi 2003 Rebate 

Ctoneunef Service 


One AcUflim Plaza 
Glen Cove, NY 11542 
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ACCLAIM* LIMITED WARRANTY 

ACCLAIM warrants to the original purcrasr on > r thss ACCLAIM software product that the 
medium on which this software program s recorded is ^ee fr:-m defects in materials and 
workmanship for a period of ninety (90i days from th? date of purchase. This ACCLAIM 
software program is sold “as is." without express or imp&ed warranty of any kind, and 
ACCLAIM is not liable for any losses or damages of any kind resulting from use of this 
program. ACCLAIM agrees for a period of ninety (90) days to either reparr or replace, at rts 
option, free of charge, any ACCLAIM software product postage paid, with proof of date of 
purchase, at its factory Service Center, Replacement of the software prodoct free of 
charge to the original purchaser (except for the cost of returning the software product) is 
the full extent of our liability. 

This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the ACCLAIM software product has arisen 
through abuse, unreasonable use, mistreatment or neglect, THIS WARRANTY IS IN UEU OF 
ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES APPLICABLE 
TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMTTEO TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE IN NO EVENT WILL ACCLAIM BE LIABLE FOR ANY SPECIAL, 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 

This warranty shall not be applicable to the extent that any provision of this warranty is 
prohibited by any federal state or municipal law which cannot be pre-empted. 
Repairs/Service after Expiration of Warranty-lf your software product requires repair 
after expiration of the 90-day Limited Warranty Period, you may contact the Consumer 
Service Department at the number listed below. You will be advised of the estimated cost 
of repair and the shipping instructions. 

Acclaim Hotline/Consumer Service Department (516) 759-7800 

Major League Baseball and Hall of Fame trademarks and copyrights are used wr per¬ 
mission of Major League Baseball Properties, Inc. and the National Baseball Hall of Fame 
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Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin An Rights 
Reserved. The NFL Quarterback Club is a trademark of the National Football League. © 
2001 NFLP. Team names and logos are trademarks of the teams indicated. All other 
(NFL-related marks) are trademarks of the National Football League and NFL Properties, 
Officially licensed product of PLAYERS INC. The PLAYERS INC, logo is a registered trade¬ 
mark of the NFL players, www.nffplayers.com © 2001 PLAYERS INC. Acclaim* & © 
2001 Acclaim Entertainment, Inc. All Rights Reserved, Developed by Acclaim Studios 
Austin. All Rights Reserved. Dolby and the double-D symbol are trademarks of Dolby 
Laboratories. Marketed by Acclaim. Distributed by Acclaim Distribution, lnc„ One 
Acclaim Plaza Glen Cove. NY 11542-2777, 
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